AN INOFFICIAL EARTHDAWN SUPPLEMENT 


INTREDUCTION 


How do you recognize a hero? Simple! When you’ve heard stories of his bravery, tales of his adventures, and songs of 
his courage, that’s how you know someone is a hero. “ 


The sheets in this file have gone a long way since 
they were first developed, hence the long version 
history. The following text intends to give you some 
hints on where to put what information about your 
character. If you have any feedback on these sheets, 
feel free to contact me at dammi@ardanyan.de! 
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FRONT PAGE 


Place all general information about your character 
in the header next to the Earthdawn logo. What to do 
is obvious, and there is enough space to list all 
Disciplines of your character. The half-magic step is 
1/2 your’ Discipline's Circle, rounded up. 
Gamemasters and players can use this sheet alone to 
fit all information needed for a non-Adept. 

Attributes: The Base Value is the value between 2 
and 18 you generated during character creation. The 
racial value is the transformed Base Value for your 
race. Cross one circle on the LP Increase line (from 
left to right) for each attribute increase you obtained. 
Add the crossed circles to the Racial Value to get the 
Current Value. Use the Current Value to determine 
the Step and Action Dice for the Attribute in 
question. 

Characteristics: The Base Value for the Defense 
Ratings derives from the Current Value of your 
Attributes (use the Characteristics Table). Modifiers 
are magical (from Threads, for example) and add to 
the Base Value for the Current Value. Write the 
Armor Type your character uses over the Armor 
Ratings. Note the Current Values (including all racial 
and attribute-based bonuses) in the circles. Your 
Initiative Step is your Dexterity Step minus your 
Armor Modifier. All other values derive from the 
Characteristics table). 

Skills: To reduce rubber stains on your character 
sheet, write the Attribute abbreviation in the Attribute 
field instead of the Step number (Abbreviations are 
DEX, STR, TOU, PER, WIL, CHA). 

Combat: The Base Values derive from the 
Characteristics table. Reduce this value by any Blood 
Magic penalties (these are listed on the Equipment 
page). Add your Durability increase for the final 
result. All other values derive from _ the 
Characteristics table. 

Karma: Use the values for your race. Current 
denotes your available Karma Points (update this 
number after each adventure and use the Notes Sheet 
during the game). 


Weapons: The Damage Step noted here should 
include your Strength step. 

Devotion: Use these fields only if your character 
happens to be a Questor. 


TALENTS PAGE 


Each Talents page fits all talents for one Discipline. 
If your character has multiple Disciplines, use 
multiple sheets. If your character is a human, use an 
additional page to list your Versatility Talent and any 
other talents learned along the way. Note each talent 
in its appropriate cost range. Check the 'Used?'-field 
when you use a talent. Uncheck the field when you 
increase the talent rank. Answer all other '?'-fields 
with 'Yes' or 'No' (the only exception is the 'Strain?'- 
field, where you just enter a number. To reduce 
rubber stains on your character sheet, write the 
Attribute abbreviation in the Attribute field instead of 
the Step number (Abbreviations are DEX, STR, 
TOU, PER, WIL, CHA). Talent Knacks are noted on 
the Equipment page. The ‘Other'-field contains Boni 
from Threads, permanent spells, etc. 


CQUIPMENT PAGE 


This page hosts some additional information about 
your character's abilities as well as the Equipment 
section. 

Languages: Note all Languages your character 
speaks on the left and all he can read and write on the 
right. 

Special Abilities: Enter your character's Racial 
Abilities and all other abilities not covered elsewhere 
here. 

Discipline Boni: Enter all Boni related to your 
Disciplines Defense Ratings, Karma Rules and 
Abilities you gain during Circle advancement here. 
Also note the Discipline if your character is multi- 
disciplined. 

Talent Knacks: List all your Talent Knacks and the 
related Talents here. 

Blood Magic: List all things that do permanent 
damage to your character here (rituals, oaths, items, 
etc). Enter the total damage done to your character on 
the Front page in the Combat Section. If the total 
exceeds your Base Value for the Unconsciousness or 
Death Ratings, your character is in either a coma or 
dead. 

Equipment: List all Equipment (including 
Weapons and Armor) here and note the weight of 


each item. Your maximum capacities are listed on the 
Front Page in the Characteristics section. 


GRIMSIRE PAGE 


Use one page for each grimoire your character 
possesses. All other values are found in the individual 
spell description. 


BACKGREUND PAGE 


This page holds more in-depth information about 
your character, as well as information on all Threads 
woven to (or from) him. 

General Description: Who is your character? 
What does he do? 

Appearance: What does your character look like? 

Personality Traits: Fill in the selected traits from 
character generation. 

A Quote: A sentence or two your character would 
use in a given situation. 

Place and time of birth: Check with your 
Gamemaster to get the date you were born (this 
depends on the timeframe of his campaign and your 
age). 

Notes on your Family: Does your character have 
siblings? What happened to his parents and where do 
they all live? What is his relationship to these people? 

The Story so Far: A short write-up on what 
happened before your character entered play for the 
first time. This could contain information about his 
recruitment and smaller adventures he had with his 
previous profession. The continuing story should be 
noted in a separate scrapbook or on a computer file 
(remember, keeping Adventure Logs earns your 
character Legend Points and Reputation). 

Threads: The ‘Woven from...'-field usually 
contains your character's name. The ‘Woven to...'- 
field holds the name of an item, pattern etc. 'Rank' 
denotes the strength of the Thread and 'Effect' 
summarizes the Boni and other abilities you gain 
from the thread. 


MAGIC ITEM PAGES 


You can use these pages to enter information about 
a magic item. Use the second page only if necessary, 
most items fit on the first one. 


FAMILIAR PAGE 


This page hold all information about your 
character's familiar, but it could also be used for other 
animals. The Circle Increase Chart for Living 
Room Games 2" Edition rules is reprinted here. 

Master Talents: Enter all your talents regarding 
your familiar here for easy reference. 


ALALTA STATUS PAGE 


Use this page to track your characters changing 
values during an adventure. Use a new page when 
this one becomes unreadable. 

Wounds: Cross a circle (from left to right) 
whenever you take a wound. The Number inside the 
circle is your penalty to all your steps. 

Damage: Cross a circle (from left to right, top to 
bottom) whenever you take strain or damage, use a 
single line for Stun Damage (which heals twice as 
fast). Blacken out all circles you do not need (from 
right to left, bottom to top).and mark the one where 
you become unconscious with a dot. You might 
alternatively use some leftover circles for arrows or 
bolts if you happen to use a missile weapon. 

Karma: Keep track of your current Karma Points 
(from left to right, top to bottom). Blacken out all 
circles you do not need (from right to left, bottom to 
top). 

Recovery Tests: Blacken out all circles you do not 
need (from right to left). The lowest number 
remaining shows the time (in hours) that must pass 
between two Recovery Tests. Indeed, this is just a 
house rule - ignore the numbers if you play by the 
original rules! 

Spell Matrices: This section allows magicians to 
keep track of all the spells in their matrices. Armor 


and Death ratings are 0 for normal and enhanced 
matrices. 

Valuables: use this section to keep track of all the 
money your character has. The small numbers are 
exchange rates for silver pieces. If your character has 
any other treasures or gems, note the silver piece 
value in brackets). If you find other currencies 
(Theran, for example), note the exchange rate to 
silver pieces in brackets. 


EXPERIENCE PAGE 


This page helps you and the GM to keep track of 
your advancement. If this page is full, simply add 
another one. 

Experience: List all adventures and Legend Point 
totals your character earned here. The 'Total Legend 
Points'-field hold your overall LP total after that 
adventure. 

Advancement History: Use this section to track 
your characters progression. Always keep a total on 
all LP spent for Karma Points. The Karma total and 
the added-up LP Costs should always be the same 
number as your Total Legend Points from the last 
entry in the Experience section. Any leftover Points 
should be noted in the ‘Available Legend Points'- 
field. 


CHARTS AND TABLES PAGE 


This page hosts some useful tables for players for 
quick reference. 
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AVAILABLE LEGEND POINTS: 
TOTAL LEGEND POINTS SPENT ON KARMA: 


1. DECLARE ACTIONS 
All players declare the general type of action they 
intent to perform, including any Combat Options. 


2. DETERMINE INITIATIVE 
All Combatants roll Initiative. The Initiative- 
master keeps track of the results. 


ADVANCEMENT COSTS TABLE 
Talents 


Rank = Attribute Skills 


800 200 100 200 


1,300 300 200 300 3. RESOLVE ACTIONS 
2,100 500 300 500 The Initiativemaster calls the combatants in descen- 
ding order of Initiative. Each player resolves his 
3,400 800 500 800 : : 
, actions. Any Reserved Action must be declared now. 
5,500 1,300 800 RESOLVING ATTACKS 
- 2,100 1,300 . Make Attack Test 
. Determine Success 
- 3,400 2,100 Armor-Defeating Hit? 
7 3.400 Damage To Armor, Weapon Or Shield? 
° . Make Damage Test 
- 5,500 Maximum Damage! 
8,900 . Adjust Damage For Armor 
. Check For Wounds 
14,400 Limb Damaged? 
23,300 
37,700 
61,000 
98,700 
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COMBAT OPTIONS OVERVIEW 
Action Action Advantage Disadvantage 
Step Dice Step Dice Aggressive Attack +3 Attack, 1 Strain, 
1 d4-2 25 d20+d10+d84 +3 Damage —3 Physical Def. 
d4-1 26 d20+d10+d8+ 
d4 27 d20+d10+2d8 
d6 28 d20+2d10+d8 
d8 29 d20+d12+d10+d8 
d10 30 d20+d10+d8+2d6 


STEP/ACTION DICE TABLE 


Good Success 
needed on Attack 


Attack to 
Knockdown 


Damage = 
Difficulty to 
remain standing 


SCS emerAIAN WN 


d12 31 d20+d10+2d8+d6 
2d6 32 d20+2d10+d8+d6 
d8+d6 33 d20+2d10+2d8 
d10+d6 34 d20+3d10+d8 
d10+d8 35 d20+d12+2d10+d8 
2d10 36 = 2d20+d12+2d10+d8 
d12+d10 37 2d20+d10+d8+d6 
D20+d4 38 2d20+d10+2d8 
d20+d6 39 2d20+2d10+d8 
d20+d8 40 2d20+d12+d10+d8 
d20+d10 41 2d20+d10+d8+2d6 
d20+d12 42 2d20+d10+2d8+d6 
d20+2d6 43 2d20+2d10+d8+d6 
d20+d8+d6 44 2d20+2d10+2d8 
d20+d10+ 45 2d20+3d10+d8 
d20+d10+ 46 2d20+d12+2d10+d8 
d20+2d10 47 = 2d20+2d10+2d8+d4 
d20+d12+d10 48 — 2d20+2d10+2d8+d6 


Attack to Stun 


Called Shot 


Defensive Stance 


Giving Ground 


Going Inside A 
Shield 


Splitting 
Movement 


Damage cannot 
kill opponent 


Hit where 
intended 


+3 Physical 
Defense 


+1 Physical 
Defense per 3 
yards given 


If (Initiative — 
Shield Bonus) 
higher = no 
Shield bonus 


Move before 
and after Attack 


Damage heals 
faster (x2) 


—3 Attack 


-3 to all Steps 


2 Strain 


If (Initiative — 
Shield Bonus) 
lower = —2 
Attack 


—2 Physical 
Defense 


THE BARE 
BONS... 


Of your character presented | 
in a well organized file. Find 
everything you need: talents, 
spells, familiars, experience, 
useful charts and more inside. 
These character sheets hold all 
information about your | 
character and can be filled out 
electronically. 


The Character Folio | is an inofficial supplement for 
Earthdawn. Compatible with Living Room Games 2nd 
Edition Rules. For Characters of all Circles. 


Earthdawn is a registered 
Trademark of FASA 
Corporation. 

More Copyright information 
is provided inside. 


FB This product is for promotional \¥ 


Use only and FREE of charge! 
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